
Hand and Foot Score Sheet Four deals. Highest total wins.
Usual count. Some tables differ.

Game 1

Name

Deal 1 · open 50

Deal 2 · open 90

Deal 3 · open 120

Deal 4 · open 150

Total

Game 2

Name

Deal 1 · open 50

Deal 2 · open 90

Deal 3 · open 120

Deal 4 · open 150

Total

Card points
Joker 50. Two or ace 20. 8 through king 10. 4 through 7, and a black
three, 5. Count these for a melded card. Count the same card
against you if it is left in a hand or a foot.

First meld
Card points only. Deal 1 is 50, then 90, then 120, then 150. A pile
bonus and a red three do not count toward it.

Piles of 7
On top of the cards. Clean, no wilds, 500. Dirty, with wilds, 300.
Wild, only twos and jokers, 1,500. Some tables count a wild pile as
1,000.

Red threes and going out
A red three with the melds is +100. One still in a hand or foot is
−100. Going out is +100 for that team only. To go out: two clean, two
dirty, and one wild pile. Partner must already be in their foot, and
must agree.

Track each deal in Paper Score.
doodlescore.app/sheet/handandfoot
Words only. Not a commercial pad. The app does not add the piles.


